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THAT'S PUZZLING! 



What's better than a jigsaw puzzle? An electronic jigsaw 
puzzle. What's belter than that? An electronic jigsaw puzzle 
that features favorite characters from the wacky world of 
Dr. Squss! 

DR. SEUSS FIX-UP THE MIX-UP f - PUZZLER is a zany combi- 
nation of learning and fun. Designed for children ages 4-10, the 
game provides hours of unduplicated play while promoting! 
problem-solving strategies, logic, pattern recognition, mem- 
ory, and a variety of other ealy learning skills. Players can 
choose 'rom five levels, ranging in difficulty from the very 
simple to the very complex. 

The object of the game is to reassemble a scrambled picture 
of three Seuss characters. In Level One. children can mix and 
match the characters' heads, torsos, and feet, often creating 
their own silly versions ol the puzzle picture. In other levels, 
the characters must be assembled correctly and in their origi- 
nal lefi-to-right order. The highor the skill level, the harder It is 
to put the characters back together again, Not only are there 
more puzzle pieces, but some of them are upside down. Quite 
a mix-up, indeed! 
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GETTING READY TO PLAY 



MAKE SURE THE COLECOVISION* OR ADAM" IS OFF 
BEFORE INSERTING OR REMOVING A CARTRIDGE. 

Plug the Controller into Port 1, Pross the Reset Button. The 
Title Screen (or DR. SEUSS FIX-UP THE MIX-UP" PUZZLER 
appears on your TV. Alter a lew moments, the Title Screen is 

replaced by the Skill Selection Screen. It contains a list of live 

different skill levels. Each level is represented by a corre- 
sponding number of dots on a playing die. These dols also 
appear on the keyboard overlay provided. 

Level One is the easiest, suitable for play by very young chil- 
dren. Level Five is the hardest, recommended for older chil- 
dren. All five dtfliculty levels are explained in greater detail, 
beginning on page 7 of this guide. 

To select a skill level, press the corresponding button on your 

controller keypad. 



HERE'S HOW IT WORKS 

The Instructions that follow provide a general overview of 
game play. For more specific instructions on playing at each 
skill level and tips on using the game with your child, refer to 
the section called) "Guiding Your Child's Discovery,'" beginning 
on page 6 of this guide. 

Ready? Fix-Up the Mix-Upl 

After you choose □ Skill Level, the following message appears 
on your screen: "PRESS KEYPAD BUTTON "*' TO SCRAM- 
BLE PICTURE.'' A few seconds later, that message is replaced 
by the Game Screen. 
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SCRAMBLED PUZZLE 



When the Game Screen firsi appears, the Space Holder (on 
the right-hand side of the screen) is empty and throe fully- 
assembled Seuss characters appear in the Puzzle Area (large 
portion of screen). For each puzzle, the computer randomly 
selects three characters from a possible Six, including The Cat 
In the HBt, The Grinch, The Star-Bellied Sneech, The Ooor- 
man, The Woset, and Clark. To scramble the picture, you must 
press keypad button "*" 

In Skill Levels 1 and 2, you can reassemble the characters in 

any order you choose. In Skill Levels 3. 4, and 5. however, you 

must put them back together in their original, lefl-to-rtght 

order. 

Before you can rearrange puzzle pieces, you must create an 

empty space in the Puzzle Area. Notice the white box sur- 
rounding the piece in the upper left-hand corner. You'll use this 
box to select the puzzle pieces you want to move. 

How to Move Puzzle Pieces 

1. Use the control stick or the tour arrow keys on your hand 

controller to move the whito box over lo the first piece you 

want to move. (Pushing the control stick up, down, left, or 
right makes tho white box slide to the next puzzle piece in 
that direction. The four arrow keys have the same effect.) 

2. With the white bo* surrounding the selected piece, press 
either side button. The piece moves to the Space Holder, 

leaving an empty space behind. 

3. To move a new piece Into the empty space, first use the 
white box to select the piece you want to move. 

4. Press either side button to make the new piece move into 
the empty space. 

5. Continue moving puzzle pieces in this manner until you've 

rearranged all but the last piece. 

6. In order to end the game, you must lake the lest piece out 
of the Space Holder and move it into the Puzzle Area. There 
are two ways to do this. First, you can use the control stick 
to surround the Space Holder with the whito box. then 



press either side button The piece in the Space Holder will 
move into the empty space in the Puzzle Area. Or, you can 

surround the empty space with the white box. then press 

the side button. This way, the piece in the Space Holder 
automatically moves into the empty space. 

Note: in some Skill Levels, selected puzzle pieces are upside 

down. To rotate a puzzle piece so it is right-side up, press the 
ROTATE key (-#5) on your controller keypad. 

To try another puzzle at ihe same skill level, press keypad but- 
ton '•*" at the end of the game. To roturn to the Skill Selection 
Screen at any time after you've scrambled the puzzle, press 
keypad button "#_" 



GUIDING YOUR CHILD'S DISCOVERY 



DR. SEUSS FIX-UP THE MIX-UP" PUZZLER is a naturel lor 
promoting the kind ot cooperative playtime that's so important 
to good parent/child relationships. It also gives kids a chance 
to practice and explore a wide range of concepts such as 
sequencing, logic, problem solving, object recognition, mem- 
ory, and part/whole relationships. And, because the game fea- 
tures five different skill levels, it provides a variety c*i 
challenges that grow with your child's age and abilities. 

On the next few pages, you'll ftnd detailed Information on each 
Skill Level with tips on how you can help your child get the 
mosl out of each. 



LEVEL ONE 

This level, designed for very young children, provides a de- 
Dlghtlul open-ptay environment that functions as an Introduc- 
tion to higher skill levels. When the picture is scrambled, the 
Seuss characters are divided into nine, equal-sized puzzle 
pieces, each containing a recognizable body part. Because 
the puzzle does not have to be assembled in any particular 

manner, children can explore this level in a variety ot ways. 

Before your child attempts to rearrange the puzzle, however, 
you'll need to explain how the Space Holder works. If you've 
played with the game yourself, you know that in order to rear- 
range puzzle pieces, you must use the Space Holder to create 
en empty space in the Puzzle Area first. This can bo a very dif- 
ficult concept (or most children to grasp, so you might want to 
remove the first piece yourself and pui it In the Space Holder. 

Most children first approach the scrambled puzzle by exchang- 
ing the characters' heads, torsos and feet, thereby creating 

their own zany versions of the puzzle picture. This Kind of play- 
ful experimentation not only provides a good occasion for silli- 
ness, it also intrc-duces children to the way (he game works. 

While exploring 1his lovol. children may discover that certain 
body parts animate when correctly matched. If that happens. 
you may want to encourage your child to look for other 
matches in the puzzle and, if he or she seems ready, to shift 
the characters into their original positions. Of course, you'll 
have to memorize the order before scrambling the picture so 
you can tell when the child gets its right. 

Don't worry II your child has difficulty moving puzzle pieces to 
make correct matches. Mosl preschool children haven't devel- 
oped ail of the logical thinking skills an activity like this re- 
quires. As a general rule, it's best to let your child experiment 
Jn this level until he or she is ready to move on. 



LEVEL TWO 

This level add s a new "twist" to the game. As in Level One, the 
puzzle is divided into nine, equal-sired pieces, each containing 
a recognizable body part— but this time, some ot the pieces 
are upside down. Also unlike in Level One, players must cor- 
rectly assemble each character to end the game. However, the 
characters still do not have to be assembled in their original, 
left-to-right order 

When your child is ready for this level, explain how to use the 
ROTATE key (#5) on the Controller Keypad lo turn the upside- 
down pieces right-side up. Demonstrate this a few times for 
your child, then have him or her try it on a "practice puzzle." 
Most kids enjoy using this "magic bulton" to rotate puzzle 
pieces, so don't be surprised if your child wants to play with it 
■for a whilo before moving on. 

Different children are apt to try different strategies when play- 
ing at this level. In general, its easier and more efficient 1o in- 
vert the pieces first. If your child is having difficulty, you might 

want to suggest this plan of attack. 

It requires a good eye to identify upside-down puzzle pieces, 
so don't be disturbed if it takes several tries before your child is 
atHe to complete a game. You might want to help by turning all 
the upside-down pieces right side up first. 

You'll notice that when all of the characters have been assem- 
bled, they animate and a score of 450 points appears in the 
upper right-hand corner of the screen. This score is not cumu- 
lative. Each time you begin a new game, the score resets to 

zero. Children may want to keep track ol their scores on paper 

to see how they measure up to friends and family mem&ars. 



LEVEL THREE 

In this level, the puzzle Is divided into sixteen equal-sized 
pieces, all of which arc right-side-up. The smaller pieces make 
the game much more difficult because the characters' body 
parts are no longer recognizable. To end the game, players 
must correctly assemble the characters in their original, left- 

to-rlght order. Level Three also features a time limit, repre- 
sented by a colored border surrounding the Puzzle Area. If the 
puzzle is completed before the timer runs out. the player earns 

bonus poinis in addition to 800 points for completing the 
game. 

Because the puzzle pieces are smaller and the characters' 
body parts less distinguishable, (his level provides a good in- 
troduction to part/whole relationships and requires abstract 
thinking to complete. If your child Is stumped, encourage him 
or her to use color and position clues to match pieces, as in a 
traditional jigsaw puzzle. For example, see If the child can find 
all the blue background pieces first. 

Some children start building characters in the middle or bot- 
tom portion of the screen, only to find that they run out of room 
when it's time fo add torsos and feet. When this happens, you 
mig ht want to point out that heads always go i n the top portion 
of the screen, torsos in the middle, and feet at the bottom. You 
also might suggest that the child start out by moving all the 

head pieces to the lop of the screen. 

In Level Three, children quickly discover that the puzzle simply 
doesn't look right unless the characters are reassembled in 
their original loft-to-right order. Finding the fix-up for this kind 

of mix-up presents a more difficult logic problem. Most kids 

will need plenty of time to experiment with different strategies 

as they attempt to shift correctly assembled characters from 

left to right or right to left. 



LEVEL FOUR 

Talk about a mix-up! In this level, the puzzle is divided into six- 
teen pieces, some of which are upside down. As In Level 
Three, the game is over when al I three characters are correctly 
assembled in their original order. Players score 1250 points tor 
completing the puzzle and additional bonus points tor finishing 
before the timer runs out 

This level provides quite a challenge for most children. As in 
Level Three, the smaller pieces make it more difficult to iden- 
tify body pans. In addition, it's harder to tell which ones are 
upside down and which are right side up. 

It's a good idea to introduce this level by having your child help 
out as you reassemble the puzzle. Encourage him or her to 
look at each piece carefully, deciding tirst whether it's upside 
down or right-side up, and then where it belongs in the puzzle 
picture. Kids not only practice finding visual clues 1his way. 

they also get a chance to test guesses and develop problem- 
solving skills. When your child is leeling more comfortable with 

the smaller pieces, you can let him or her be the one to actu- 
ally rearrange the puzzle. 

As another practice activity, try reassembling the puzzle your- 
self, but place the characters in an incorrect order from left to 
right. Then have your child "figure out a strategy for getting the 
characters back into their original positions. 
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LEVEL FIVE 

This level is recommended lor older children who are already 

comfortable with the game In Level Four. The puzzle Is divided 

into twenty-five pieces, some of which are upside down. Be- 
cause the pieces are smaller than they were in Level Four, It re- 
quires a better eye to match the characters' body parts and to 
identity those puzzle pieces that are upside down. 

As in previous levels, the game is over when all the characters 
are reassembled in their original order. Players earn 1250 
points for completing the puzzle correctly and bonus points for 
finishing before the timer runs out. Of course, the game does 
not end when the timer runs out. In fact, few children will be 
able to complete the puzzle within the allotted time limit. 

If this level proves too difficult for your child, try going back to 
Level Four and work on the larger puzzle together. You may 
find that after a few more practice sessions, he or she is ready 
for Level Five, 
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SUMMARY OF CONTROLS 



CONTROL 
STICK \ 



OVERLAY 



INSERT OVERLAY 
INTO CONTROLLER 




SIDE 
BUTTONS 



KEYPAD 



1 . Control Slick: When the game begins, a white box sur- 
rounds the puzzle piece in the upper left-hand corner ol the 
Puzzle Area. You'll use this box to select the puzzle pieces 
you want to move. Pushing the control stick up. down, lelt. 
or right moves the white box in the selected direction. You 
also can move the white box using the tour airow keys on 
your controller keypad. (Younger children may 1ind this 

method easier.) For more specific instructions, refer to the 
section labeled "Keypad Buttons" below. 

2. Side Buttons: With Ihe white box surrounding a puzzle 

piece, press either side button to make the piece move into 

the empty space In Ihe Puzzle Area or in the Space Holder. 
Pressing either side button when the white box is surround- 
ing an empty puzzle space automatically makes the piece 
in Ihe Space Holder move into that empty space in the Puz- 
zle Area. 
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3. Keypad Buttons: Each keypad button has a specific func- 
tion. A symbol for each (unction appears on the keypad 
overlay. A description of each symbol follows: 



• t 



♦ 



I 



Selects Skill Levell 



Selects Skill Level 2 



Selects Skill Levels 



Selects Skill Level 4 



Selects Skill Level 5 



Moves the white box up 



Moves the white box left 



Moves tho white box right 



Moves the white box down 



13 



4> 



Turns the selected puzzle piece right-side up or up- 
side down 



Scrambles the puzzle picture at the start of a game 
and allows you to play again at the same Skil I Level at 
the end of a game. 



Returns you to the Skill Selection Screen. 



THE FUN OF DISCOVERY 



This instruction booklet wilt provide the basic information you 
need to get started playing DR. SEUSS FIX-UP THE MIX-UP'" 
PUZZLER, but it is only the beginning! You'll find that this car- 
tridge Is full of special features to make the game exciting 
every time you play. Experiment with different techniques- 
arid enjoy the gam©! 
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90-DAY LIMITED WARRANTY 



Coimo warrants lo we original consumer purchase' in tne United Slates o( 
America mm iriiB kIcd game cartridge will be troe ol defects >n moioriai or 
woiKrnanship tor SOdays from the owe ol purchase under normal m-nouse use. 

Co loco's wiq one ondumvo liability lot dofocts in material nnd woikmanship 
shall be limited 10 repair or rcplacemeni at an euihGiueo Coieco Service Sta- 
tion. This warranty does not obligate Coieco to boar toe- cost ot transportation 
charges m connection wan t he repair or repiaceme nt ot detective parts 

This warranty islnvoUd il Ihe dnmar|oor doted is caused Dy accldeni. act of 
Goa\CQ"5U'icr tibuie, unaglhorizeaaituiaiio nor repair, vandalism, or misuse. 

Any implied wananliee arising out ol the inle o' the video gamo car- 
tridges including the Implied warranties ol merchantability and Illness lor a 
particular purpose are limllod to the above 90 day period. Coieco shall in no 
event be llabla lor incidonlal, conaoquontial, conllngent or any other 
damages. 

This wfirranl y gives you specific legal tig its. and you may have olhtir nghiu 
whicn vary Iron state to Stale. Some states do not alloy/ the exclusion or I imit a- 
lion ot nciiicnini or consoo; uemiai damages or limitations on how long an im- 
plied warranty lasts, so the above limitations or exclusions may not apply to you. 

SERVICE POLICY 

Please te&d your Video Game Owners Manual car-eiuily before using trie 
product II your video gamo cartridge foils to operate properly, pinnse rolnr to 
the (rouble -snooting checklist in the Owners Manual lor your particular video 
system If you cannot correct the malfunction after consulting the trouDle- 
snoalingcnecMi&l please caH Customer Service on coieco s toll-free service 
Mttmfl: 1-800-842-1225 nationwide This eerv ice is inoBoraientrom8flQa.tn.io 
1000 p m Gastorn Standard Time, Monday through F«doy 

If Customer Service advises you to return ycu* video flame cartridge, please 
return it pontage prepaid and insured, with your name, ad dress, proof or me date 
of purchase, and a bn b> descnplion ol the problem to t he Service Station you 
nave been directed to return it toby the toU'roe service mioirii.it. an II your car- 
tridge Is found to be 'actor y defective dunng the ll rat 90 days, It will be repaired 
or replaced at no cost to yo u. It the cartridge is found to have been consumer 
damaged or abused and therefore noi covered oy i he warranty, then you win bo 
advised. in advance, of repaiicosis 

ir your carlridgu'uqiiirefi sot vice alter expiration of the 90 day Limited War- 
ranty period, ploase call Coieco's toil-free service hotline tor instructions on 
howtoproceed: 1-600 •B«2-1225 nationwide. 
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ADAM 1 * Is s trademark of Coleco Industries, Inc. Coleco- 

Vision ■■ is a registered trademark of Coleco Industries, inc. 

DR. SEUSS FIX-UP THE MIX-UP'" PUZZLER 1984 Dr. 
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